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INTRODUCTION 

by Carol Chomsky and Judah L. Schwartz 


M-SS-NG L-NKS is a computer program about language. It can be used by an 
individual student as a puzzle or an exercise. It can also be used by groups 
of students as a game that has both cooperative and competitive aspects. 

M-SS-NG L-NKS will give your students an opportunity to think about and 
play with language at a variety of levels. Young students will find challenge 
in using structural cues to decipher passages. More advanced students will 
puzzle over the varieties of prose styles and the subtleties of word choice. 

It is likely to help students at all levels to increase their comprehension, 
to use context, to build their vocabularies, and to improve their spelling. 

The English Editor version of M-SS-NG L-NKS enables you to select 
passages specifically for your students. Since you can enter your own 
passages in English at any difficulty level, you can tailor the game to your 
students needs and interests. In addition, you may want your students to 
choose the passages, or even write their own, and type them in for their 
friends to solve. In this manual, you will find suggestions for choosing 
interesting and challenging selections, as well as ideas for games your 
students can play. 

Above all, we hope that M-SS-NG L-NKS will help you convey to your 
students some of the excitement and fun of language. 
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WHY USE THE M-SS-NG L-NKS ENGLISH EDITOR? 


The M-SS-NG L-NKS English Editor is a two-in-one diskette. It contains 
the M-SS-NG L-NKS game program and a second program called the Editor. With 
the Editor, you may enter your own passages (from books, magazines, or 
newspapers) directly onto this diskette for use in the M-SS-NG L-NKS game. 

Just type in the passage. The program creates the game formats as you play. 

In the M-SS-NG L-NKS game, passages are presented on the screen with some 
of the letters and words missing. Students reconstruct the original passage 
b Y filling in the missing letters one by one. Nine different formats are 
available including such possibilities as only the first letter of each word 
printed, only the last letter of each word printed, only consonants printed, 
only the number of spaces for each word and the punctuation printed, and only 
the name of the passage printed. Students may allow themselves one to five 
guesses on a letter before the program divulges the missing letter. Students 
can move beyond a troublesome letter or word to try a word further along in 
the passage in order to gain enough context to guess the difficult word later. 
A score is computed at the end of the game and shown on the screen. Students 
are then offered the chance to play again. 

Students will find M-SS-NG L-NKS to be challenging, rewarding, and 
intriguing. It allows them to invoke their implicit knowledge of language to 
solve a problem, guided as well by their knowledge of the universe in which 
the passage is set. The strategies used by students encompass numerous 
aspects of what they know about the world and the word. 

Teachers will find the Editor feature quick and easy to use. With it 
they can type in passages that meet the needs and interests of their students 
in any subject area (English, reading, writing, and so on). Since passages 
can be deleted and new ones added, teachers can update the diskette to add 
variety and challenge for their students. 
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TEACHING OBJECTIVES FOR M-SS-NG L-NKS 


For Reading Skills 

To develop a sense of author's style 
To improve comprehension 
To make inferences 
To use context clues 
To extend vocabulary 


For Writing Skills 

To improve sensitivity to grammar and punctuation 
To recognize nuances of word meaning 
To develop a sense of continuity and cohesion 
To practice correct sentence structure and phrasing 


For Spelling Skills 

To practice the correct spelling of a word 
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PROGRAM DESCRIPTION 


The M-SS-NG L-NKS English Editor contains the M-SS-NG L-NKS game program 
with five sample passages representing a variety of student reading interests 
in biology, psychology, music, sports, and literature. This diskette has a 
special feature which allows teachers to enter up to 72 passages of their own 
directly onto the diskette for use in the M-SS-NG L-NKS game. 

Each passage can be presented in any of nine formats of increasing 
difficulty levels. In each format, a different group of letters is missing 
from the passage. The formats are printed on the next three pages. 

The object of the M-SS-NG L-NKS programs is to fill in all the blanks in 
a passage in as few guesses as possible. At the end of the program, the score 
is shown. 

Student Options 

At the start of the program, the students are asked if they want to play 
individually or use the game version (two players). Then they must select a 
topic, a passage, a format (from A to I) , and the number of ••tries" on each 
blank (from one to five attempts). Then play begins. 

During the activity, the students may choose to move around and fill in 
blanks anywhere in the passage. The students may also check their scores 
during the program or exit from the passage. 


After the passage is completed, the score is displayed along with a 
record of guessing accuracy. At this point, the students may choose either to 
play again or to end the program. 

Special Features for the Teacher 


This diskette contains two special features: the Teacher Option and the 
the Editor. Either feature can be accessed by holding the Control(CTRL) key 
while typing the letter "T" when the words "Do you want to see the 
directions? appear on the screen at the beginning of the program. 

The Teacher Option feature allows the teacher to restrict the students* 
choice of 

1. the number of players (one or two) 

2. the topic and the passage 

3. the format (from a choice of nine) 

4. the maximum number of guesses for each letter (from one to five) 

5. the maximum number of guesses per turn for each player in the 
game version (from three to fifteen) 

6. sound in the program 

The Editor feature allows more passages to be added to the diskette. By 
using the Editor feature, this diskette can be adapted to any subject area 
(reading, English, etc.) and to any age group. 
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Formats (continued) 



Format D 

prints every other word 



Format E 

prints vowels only and 
omits consonants. 




BOSTON GLOBE MAGAZINE D. Roberts 

B-e-1 —d -o-r —r 

-n, —t -s —e —n -f a-1 

-1, -e-r-1-1 -f 

— s-e-s . -e —s —t-e 

- 9 --s-c-'s-s -n 

-e-r-g-s . A-r 

-r o --P — e-1,-n —s 

9 — s -t-y -1 a 

-y-e -n- a 


PLAYER ONE 


Format F 

prints the last letter 
of each word. 


























Formats (continued) 




Format G 

prints the first word 
of each sentence. 


BOSTON GLOBE MAGAZINE0.Roberts 


Format 


H 


prints only blanks 
representing the letters. 


PLAYER ONE IZZZ"Z!!ZI 

V_ J 


BOSTON GLOBE MAGAZINE D. Roberts 

B 


Format I 

prints nothing but the 
title and author at the 
top of the screen. 


PLAYER ONE 




























PROGRAM OPERATION 


To Operate the Computer 

1) Turn on the television or monitor. A black-and-white or color television 
or monitor may be used. 

2) Insert the diskette into the disk drive with the label facing up. 

3) Close the door to the disk drive. 

4) Turn on the Apple computer. . The on-off switch is on the back left side 
of the computer. (This program may be used on a 48K Apple II or an Apple 
lie with Applesoft and DOS 3.3.) 

5) You will see a red light on the disk drive turn on. If the disk drive 
light does not turn off in about 10 seconds, turn the Apple off and make 
sure your diskette is placed correctly in the disk drive. 

6) The SUNBURST logo will appear on the screen, followed by the title of the 
program. 

To Set Up the M-SS-NG L-NKS Program 

7) A brief explanation of the program and the question: "Do you want to see 
the directions?" will appear on the screen. The student may choose to 
read the directions or to skip them. (At this point, the Teacher Option 
or the Editor can be accessed by pressing the Control(CTRL) key and 
typing the letter "T." For a complete explanation of these options, see 
the Teacher Option or Editor sections of this booklet.) 

8) The student identifies the number of players (one or two). 

9) The student chooses a topic. 

10) The student decides on a passage. 

11) The student selects a format (from A to I). 


A. Wh-ch f-rm-t d- y— w-nt? 

B. W-i-h -o-m-t -o -o- w-n-? 

C. W-f-d- y— w ? 

D. Which-do-want? 

E. —i— -o—a- -o -ou -a—? 

F. -h-1 -o —u-1? 

G. Which-—- ? 

H. ---? 

I. - (No Clues) 


In formats A and E, the letter "Y" is considered a consonant if it is the 
first letter of a word, but it is considered a vowel everywhere else. 

12) Finally, the student chooses the maximum number of guesses per letter 

(from one to five) before the letter is supplied by the program. If the 
program is used with two players, the maximum number of guesses each 
player receives per turn (from three to fifteen) must also be decided. 
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To Play M-SS-NG L-NKS 


The game starts when the cursor (white block) moves to the first blank in 
the passage. The student makes a guess and types the letter. If correct, the 
letter is printed in the passage and the cursor moves to the next blank. If 
incorrect, the letter is printed at the bottom of the screen and the cursor 
waits for the next guess. The student keeps guessing until the blank is 
filled correctly. If the student uses the maximum number of trials without 
finding the correct letter, the program automatically fills in the correct 
letter and sounds a beep. The cursor then moves to the next blank. This 
process continues until all the blanks are filled. 


The student may choose from several key options during the program. 

EXTRA KEYS 

The following keys may be used to move around within a passage: 

-moves left 

-► moves right 

Control T (hold the CTRL key and press the "T" key) moves 
to the first blank in the passage. 

Control B moves to the last blank in the passage. 

Control K moves up. (On the Apple lie, you may also 
press the up arrow key.) 

Control J moves down. (On the Apple lie, you may also 
press the down arrow key.) 

RETURN shows the score during the game. 

Escape (ESC) or Control E presents the option 
of stopping or playing again. 


The program accepts only upper-case letters. Since the Apple lie has 
both upper- and lower-case letters, the program will prompt the student 
to press down the CAPS LOCK key the first time a lower-case letter is 
typed. 

After the passage is completed, a tune will play (unless the sound has 
been turned off in the program). The next screen will show the final 
score. The score screen lists the overall score and a summary of the 
guesses made during the game. The last line on the score screen offers 
students the option of playing again. 
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SCORING 


The score is displayed on the screen each time the RETURN key is pressed 
during the game and at the end of every passage. The score provides a summary 
record of the guesses. 


iiiiiiiiiiMiiiiimiiiiiiiiiiiMiiiiiiiiiiiMiiiimiiiiiiiMiiHiiMiMiiiimiiiiiiiiiiimiiimiiutummmimiiiimmim 

PLAYER 

ONE TWO 

M u rn bar o f b 1 a n k & : 
Number of guesses* 

3 6 

5 9 

7 2 


N u m b e r o f c o r r e c t 
f i r~s t. Quesses : 

< o f' € o t a 1 > • 

< 7 5 ‘ 

5 6 

- '•! 9 4 

9 > 

N u ro b e r o f 10 r o n 9 

Q u e S £ 6 s : 

43 

1 5 


H L4 rn t< e r o r letters 
c0rnF’ut er supp 1 i ed 
< o f t o t al > ; 

the 

r‘ 

< IS. 

4 > C 3 

. 4 "; > 

OUERALL SCORE= 

ii mi Hiiiiiiii hi ii inn ihii inn mi ii in «i hi t mi ti iimh tt 

7 € . €> 9 5.2 

•11111111111111111111111111111111111111111111111111111111111111111111 

Ci o y o i.J l-j a n t t o F 1 1 a m 

a 9 a i n 7 

< V OR N 

> : 


The Overall Score is computed in the following way: 

- The score is 100 if all the blanks are filled correctly on the 
first attempt. 

“ The score is 0 if all the blanks are filled by the program. (The 
student makes all wrong guesses.) 

— The score is based on a mathematical formula which takes into 

account each wrong guess, each letter supplied by the program, and 
the number of correct first guesses. 

After viewing the score during the program, students can press the RETURN 
key to go back to the game. After seeing the score at the end of the program, 
students are asked if they wish to play again. If they answer yes, the 
program returns to the beginning, giving the students an opportunity to choose 
a new passage, format, and so on. If they answer no, students are given 
directions for inserting a new diskette or ending the program entirely. 
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TEACHING SUGGESTIONS 


General Suggestions 


It is recommended that the students begin their first passage with Format 
A. It is the easiest, and is the best one to use for learning the program. 

It requires a choice of only five vowels (and occasionally "Y"), and their 
occurrence in the passage is highly predictable. Students will be able to' 
recognize many words at a glance, enabling them to proceed smoothly through 
the passage. 

As they become more familiar with the program, students may choose more 
difficult formats. Students frequently try the same passage in a different 
format on a later play. They often do not remember as much as they think they 
will, and the passage then presents a whole new challenge. 

Format I (containing only the title and author of the passage) is the 
most difficult format of all. It may seem impossible to make educated guesses 
when there are no clues. However there is a great deal of information to 
guide the student. This information comes from the student *s built-in 
knowledge of language and the student's familiarity with the topic of the 
passage. 

Students have an intuitive sense of language and its constraints although 
they are usually not aware of it. It is this sense of the language that 
guides the guessing. For example, not all letters occur at the beginning of 
words with equal frequency. In English "Z" and "X" do not begin words very 
often, whereas "T" and "A" do. A student is unlikely to guess "X" as the 
first letter of a passage. And once the letter is known, the possibilities 
for what comes next are greatly reduced. If the first letter is "T," for 
example, the next letter cannot be "B," "C," "D," "F," "G," "J," "K," and so 
on. The choices are limited, and the student knows to choose among the 
vowels, or perhaps "H." If these fail, a few moments thought will yield tr- 
and tw - as possibilities, but not, on the other hand, tm—or tp—. And as one 
progresses through a word, the choices tend to reduce still further, so that 
the final letters of a word are often fully predictable. 

As the sentence unfolds, its meaning and structure offer help in guessing 
whole words. There can be clues from both the particular sentence underway 
and from the subject matter. For example, it is easy to guess the next word 
in this passage: "But I can't believe fad diets are all bad. No one in his 
right m ." The word is almost sure to be mind . And in a passage on music: 

"Mozart composed his first sym-," the topic and structure together 

strongly suggest the word "symphony." 

In general, the possibilities at each point in the sentence are narrowed 
down by clues about part of speech, verb tense, articles and prepositions that 
are required by context, idiomatic expressions, and of course, topic. The 
student is guided by all of these at once. 

Practice with the program will improve reading skills by engaging 
students in reliance on context as they read. Since a passage is reread many 
times during the program, guesses about words can be made on the basis of 
surrounding context. Many students concentrate on the individual word and do 
not realize that both the preceding and following phrases provide clues. For 
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students who tend to read word-by-word, this experience in the use of context 
is an important benefit. Sometimes, though, students may need to be reminded 
to use the arrow keys to fill in later words in the passage in order to gain 
enough context to complete the entire passage. 

It's a good idea to suggest to students that they look through the entire 
passage before starting. It often does not occur to students that this will 
be helpful. 

For students who are having trouble figuring out a letter or a word, you 
might tell them to read aloud from the start of the passage up to and beyond 
the trouble spot. 

Using the Program the First Time 


Before younger students use the program for the first time, teachers may 
want to use the Teacher Option to restrict the class to the same topic, passage 
number, format, and so on. 

It is recommended that the students first play the game without using the 
extra keys (the arrow, Control, and Escape keys). This allows the students 
time to become familiar with the program before they begin moving around 
within the passage. 

Younger students should start with the easier formats, beginning with 
format A. As they gain experience, students may want to try more difficult 
formats. 

Some Ways to Use M-SS-NG L-NKS in the Classroom 


One way to use the M-SS-NG L-NKS English Editor is to have your students 
pick new passages to enter on the diskette. Group your class into teams of 
three or four students who will work together for a month. Each week a 
different student will be appointed Managing Editor. By Friday of each week, 
the Managing Editor must find a suitable passage and enter it on the diskette. 
On Friday, the other students use the passage to play the game either 
competitively or cooperatively. The goal is to see which players score the 
highest during the month. All players should use a previously agreed upon 
format and number of trials. New passages must always be chosen for the game 
to be fair. Students cannot use passages that anyone has played before if the 
comparison of scores is to be legitimate. This game is particularly 
instructive for the Managing Editor who must read critically, be aware of 
authors* styles, and choose passages that are interesting to the other 
students. The Managing Editor has an important and critical role to play in 
the game. 

In another version, this game may also be played with the passage drawn 
from familiar books. The players try to recognize the passage and identify 
its source. The rules would allow, for example, that players who recognize a 
passage while playing may be given a limited amount of time to actually locate 
the passage in the book and then use the book to fill in the rest of the 
passage error-free. This version rewards thorough knowledge of a book, and 
students can prepare themselves ahead of time by reviewing the book or set of 
books from which the passage will be drawn. 
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Another way to use M-SS-NG L-NKS is to have your students write their own 
passages. The students who write the most suitable passages can type them on 
the diskette. Each week a new group of passages can be written by the 
students and added to the diskette. 


How to Choose Passages for M-SS-NG L-NKS 


A good passage for M-SS-NG L-NKS follows these three criteria: it is 
self-contained, says something satisfying, and uses a style of language that 
is interesting. 

This passage from Treasure Island by Robert Louis Stevenson is a good 

one. 


I have never seen the sea quiet round 
Treasure Island. The sun might blaze 
overhead, the air be without a breath, 
the surface smooth and blue, but still 
these great rollers would be running 
along all the external coast, thundering 
and thundering by day and night; and I 
scarce believe there is one spot in the 
island where a man would be out of 
earshot of their noise. 

This passage is complete in discussing the activity and noise of the sea, 
provides a good description of the island, and has interesting expressions and 
turns of phrase ("the surface smooth and blue," "out of earshot," "I scarce 
believe"). 

Here is another good passage from Treasure Island . 

I now felt for the first time the joy of 
exploration. The isle was uninhabited; 
my shipmates I had left behind, and 
nothing lived in front of me but dumb 
brutes and fowls. I turned hither and 
thither among the trees. Here and 
there were flowering plants, unknown to 
me; here and there I saw snakes... 

This passage gives a sense of the excitement and anticipation in setting 
out to explore, is complete in itself, and also gives the flavor of the 
language of the book ("my shipmates I had left behind," "hither and thither," 
"nothing lived in front of me but..."). 



In contrast, a less successful passage needs additional context to make 
it complete, or it may simply not be interesting enough. Here's an example of 
a poor choice from Treasure Island. 


And with that he turned on his heel and 
rejoined the other two. They spoke 
together for a little, and though none 
of them started, or raised his voice, 
or so much as whistled, it was plain 
enough that Dr. Livesey had communicated 
my request. 


In this passage, we don't know the people who are being referred to, or 
what the request is. This is simply a matter-of-fact statement, part of the 
plot and necessary in the larger context, but without broader interest out of 
context. Further, the presence of a name (Dr. Livesey) should be avoided. 
There is no way to infer names, unless of course they are part of the title 
( as Treasure Island in the first passage quoted), or are well-known in 
connection with the book. 

In general, try to choose passages that the student can feel a sense of 
satisfaction in solving, that are worth reading over and over again, and that 
enable the student to use context to get closer to a solution. Avoid passages 
which contain references that aren't "fair" (unconnected names of people and 
places, for example) because these references cannot be figured out even in 
the context of the passage. 

M-SS-NG L-NKS Record Sheet 


A reproducible record sheet has been included with this guide. The sheet 
is intended to be a record of the number of times the student uses the program 
and lists the number of players, topic, the passage, the format, and the score 
for teacher reference. The record can be kept by the student or the teacher. 
Its use is optional. 



M-SS-NG L-NKS ENGLISH EDITOR RECORD SHEET 











TEACHER OPTION 


The Teacher Option in this program is intended to help the teacher 
"customize" the learning activity for the students. This option can be 
accessed by holding the Control(CTRL) key while typing the letter "T" when the 
words "Do you want to see the directions?" appear on the screen. On the next 
screen, you will have two choices: A) Teacher Option and B) Editor. Press 
"A" to get to the Teacher Option. 

When the Teacher Option is used the first time, the screen will list the 
options in the program. At this point all the options are set to "student 
choice." This means that the student can choose the number of players, the 
topic, the passage, and so on. (See the screen below.) 


iiiiiiiiiiiiiiiiiitiiiiiiiiiiuiiimiiiiiiiMitiiiiiiiiiiMiiiiiiiiiiiiiiiiMiiiiitiiitiiiiiiiiiiiiiiiiiiiiinii, |«m, H „|, in,,, 

Options currently selected- 

Players : Student choice 

Topic Student choice 

Passage : Student- choice 

Format— Student choice 

M a x i m u m number 
of guesses— Student choice 

Number* of guesses 
per turn' Student choice 

Sound : Yes 

lllllllllllltllllllllltlMIUmilllllltllllltllHIIIIIIIIItillMIttllllllllllltlllllllimtlHIHttllllllllHIIIItltlllHUtllllltl 

Do you want- to make any changes? 

< Y OR N ') ■ 


At the bottom of this screen, the teacher is asked "Do you want to make 
any changes?" If the answer is yes, the next screen will ask the teacher to 
identify the option to be changed (for example, the topic). 


Which option do you want to change? 


The number of players. 

The topic or passage chosen. 

The format in which the 

passage is presented 
The maximum num be r of guesses 
allowed before the program 
fills in the letter 

The number of guesses each player 

receives per turn in the 
tuio-player game. 

Sound in the program. 


7 . Changes completed. 

liHiiiiiuiiiHiiiiiiiMHiiiitiittiimiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiimiiiifiiiiiiiiiiiiiiiiiiiiiitiiiiimitiiiiiiiiiiiHiimiiil 


< 1-7 > : 


Each option can be changed individually. If no change is made on an 
option, the option remains the "student's choice." When all the changes are 
made (as indicated by typing the number for "changes completed"), the screen 
showing the options currently selected appears. 
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iiiiiiiiiiiummiiiiiiiiiiiiiiiitiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiitiiitiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiii 

Options currently selected 

Players- Student choice 

Topic : SAMPLE PASSAGES 
Passage : 3 

Format : Student choice 

M a x i ro u m n u m t* e r 
of guesses : Student choice 

Number of guesses 
per turn : Student choice 

Sound : Ves 

lllltlllIIItllltliltllllllllllllllttllllllltllllltll1111111111111111111111111111111111111111111111111111111111lllllltill tillllllllll 

0 o y o u ui a n t to make a n u changes ? 

C Y OR N> 


On the screen above, the topic and the passage have been selected by the 
teacher, but the other options remain the choice of the student. When no 
further changes are desired by the teacher (as indicated by typing no to the 
question at the bottom of this screen), the program will say, "Please remove 
the write protect sticker from the edge of the diskette." (The write protect 
sticker is the sticker located on the edge of the diskette. It is there to 
prevent accidental alteration of the program.) Remove the diskette from the 
disk drive and peel off the sticker, then reinsert the diskette into the disk 
drive and press the RETURN key. This procedure allows the changes to be made 
in the program. The changes are now permanently part of the program unless 
the Teacher Option is used again. 
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EDITOR 


The Editor feature allows teachers to type in their own choice of 
passages directly onto the diskette for use in the M-SS-NG L-NKS game. 

The Editor can be accessed by typing Control T (hold the CTRL key and 
type "T") when the words, "Do you want to see the directions?" appear on the 
screen at the beginning of the program. After Control T is typed, the 
following choices will be available: 

A) Teacher Option 

B) Editor 

Press "B" to get to the Editor. 

BEFORE ANY PASSAGES CAN BE CREATED, THE WRITE PROTECT STICKER MUST BE 
REMOVED FROM THE EDGE OF THE DISKETTE. Take the diskette out of the disk 
drive and peel off the sticker. Then reinsert the diskette into the disk 
drive and press RETURN. If the write protect sticker is not removed, a 
message telling you to remove the sticker will appear any time a change is 
attempted in the Editor (when a passage is created, edited, deleted, etc.) 
Remember to replace the sticker after finishing the Editor section and before 
returning to the M-SS-NG L-NKS game. 

The Editor feature presents five choices: Create a Topic, Edit a Topic, 
Delete a Topic, List a Topic, and Go to M-SS-NG L-NKS Game. (See the sample 
screen below.) 



Each new passage is entered on the diskette under a topic name . Each 
topic can contain as many as nine separate passages. Altogether there is room 
on the diskette for eight topics with nine passages each for a total of 72 
passages. 


The name of the topic is chosen by you. For example, if you wish to 
enter nine passages from the book MOBY DICK, you may want the topic to be 
called MOBY DICK. However, if you want to enter passages from nine different 
sources, all of them about one subject, you may want the topic to be called 
"THE SEA." After a topic name has been chosen, each passage under that topic 
is given a title so that it can be identified in the M-SS-NG L-NKS game. 


- 18 - 





CREATING A TOPIC IN THE EDITOR 


The first choice on the main menu is called "Create a Topic." It permits 
the teacher to create a topic and type new passages on the diskette. These 
passages can then be used in the M-SS-NG L-NKS game. 

The first screen in this section will ask "What is the topic name?" Type 
the topic name you have chosen using 25 characters or less. This includes 
both letters and spaces. Then press the RETURN key. (Note: The program 
reads only the first ten characters of a topic name to determine if it is 
already on the disk. This means the program will read these two topic names 
as the same : TREASURE _HOUSE and TREASURE _HUNT. To prevent 
this from happening, use a completely different name for each topic you 
enter.) 

Next, the question, "What is the title and the author?" will appear on 
the screen. Type the special title and author for this passage using 30 
characters or less, and press the RETURN key. If a typing mistake is made, 
use the backspace ( ««■' ) key to erase the incorrect letter or letters. 

The next screen will show the title and author, followed by nine blank 
lines on which the passage may be typed. Begin typing on the first line. The 
cursor (box) will point to the first position on the line. A maximum of 37 
characters fit on each line. However, if the word appearing at the end of the 
line exceeds the character limit, the Editor will automatically place the 
entire word on the next line. 

The words in the passage can by typed in upper- and lower-case letters. 
Punctuation marks (such as hyphens, colons, semicolons, and so on) and numbers 
may be used in the title and in the passage. Any combination of letters, 
numbers, punctuation marks, or spacing can be typed in the passages, but an 
unusual combination of these may cause certain game formats to appear 
differently than expected. For example, if you do not leave a space after 
typing a comma, the program will read the words before and after the comma as 
one word instead of two in the M-SS-NG L-NKS game. 

A maximum of nine lines can be typed. However, it is not necessary to 
use all nine lines or even to use every space on each line. (For example, if 
a brief line of poetry is typed, press RETURN to indicate the end of a short 
line.) After all the text has been entered, press RETURN twice—once to 
finish the line and once on a blank line to end the passage. 

The third screen in this section will display the title and author and 
the passage you have typed in. Two options—Save and Edit—are now available. 

Edit 

Press the "E" key to make changes in a passage. Each line can be 
changed individually by pressing the number of that line. This will 
cause the old line to be shown at the bottom of the screen. Type 
the new line underneath it and press RETURN. The old line will be 
removed and the new line will automatically appear in its correct 
place in the passage. You may change a line as many times as you 
wish using this procedure. 
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If you want to add a new line to the end of the passage, press the 
number of the next line following the end of the original passage. 
(For example, if the original passage contained six lines, press 
number 7 to add the seventh line.) When you have made all the 
changes you wish, press "S" to save the passage. 


Save 


Press the "S" key to save the passage exactly as it is shown on the 
screen. Make sure to proofread the passage for typographical errors 
before pressing the "S" key. If you discover errors, then press the 
"E" key to correct them. Any passages you save automatically become 
part of the M-SS-NG L-NKS game. (If you decide that you do not want 
to save a passage that you have typed, press ESC before you type 
"S." This allows you to exit from "Create a Topic" and return to 
the main menu without saving the passage onto the diskette .) 

You may enter more passages for the same topic by answering yes to 
the question "Do you want to add another passage to ?" which 

appears on the next screen. You will return to the first screen in 
"Create a Topic" where you can type the passage. You will again 
need to type a special title and author for each passage you add. 
Once you have entered eight passages for a topic, this warning 
message will appear, "This is the last passage you can add." 

If you save a passage that contains no text, this message will 
appear on the screen in the game, "There are no blanks in the 
passage." In order for the M-SS-NG L-NKS game to work, a passage 
must contain letters in it. 

You may enter a total of eight topics with as many as nine passages each. 
Once the diskette is full, a message says, "You cannot add any more topics." 

At this point you may choose not to add any more passages, or you may decide 
to delete a topic on the diskette to make room for a new one. Follow the 
instructions listed under the section, "Delete a Topic," in the Editor section 
of this booklet if you wish to make deletions. 


EDITING A TOPIC IN THE EDITOR 


The second choice on the main menu is called "Edit a Topic." In this 
part of the program, you may make changes to topics already on the diskette. 
With this option, topics can be renamed, passages can be added to existing 
topics, or passages can be edited. 


edit? 


The first screen in this section will ask, "Which topic do you want to 
After choosing the topic, the next screen will present these options: 


A) Rename topic 

B) Add a passage to the topic 

C) Edit a passage 

D) Return to the main menu 
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If "Rename topic" is chosen, the next screen will ask you to type the new 
name for the topic, then press RETURN. You will return to the "Edit" menu. 

If you type the name of a topic already on the disk, you will see this 
message, "This topic is already on the disk. To add a passage, press 2 on the 
menu." 


If "Add a passage to the topic" is chosen, the next screen will allow you 
to type another passage for the topic. You may continue to add passages until 
you have a total of nine. When you are finished, you will return to the 
"Edit" menu. 

If "Edit a passage" is chosen, the topic name and the title of each 
passage in that topic will appear. Choose the passage to be edited and it 
will be displayed on the next screen. You may edit the title, author, or text 
and then save the passage. You will return to the "Edit" menu. You may edit 
any passage on the diskette except the Sample Passages. 

If you choose the "Return to the main menu" option in the "Edit a topic" 
section, you will go back to the main menu. 


DELETING A TOPIC IN THE EDITOR 


The third choice on the main menu is "Delete a Topic" which allows you to 
delete an entire topic or a single passage. Once the topic is selected, three 
options are available: 


A) Delete the entire topic 

B) Delete a single passage 

C) Return to main menu 

If you choose to delete the entire topic, all the passages and the name 
of that topic will be removed from the diskette. This allows space on the 
diskette to create a new topic name and add as many as nine new passages. You 
may delete all of the topics on the diskette except the "Sample Passages" 
topic. 

If you choose to delete a single passage in a topic, the screen will list 
all the passage titles for the topic and you may choose the one you wish to 
delete. If a topic contains only one passage, a warning message will appear. 

It will say, "This is the only passage in _. Do you want to delete this 

topic?" When all the passages from a topic are removed, the topic name is 
automatically deleted. 


If you choose 

menu. 



"Return to the main menu," you will go back to the main 
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LISTING A TOPIC IN THE EDITOR 


The fourth choice on the main menu, "List a Topic," allows you to review 
the topics and the passage titles you have already entered on the diskette. 
Choose a topic, and you will see a list of of the titles in the topic. You 
now have three choices: view a passage in the topic, return to the list of 
topics or return to the main menu. If you choose to see a passage, the 
passage will be displayed on the screen. When you have finished viewing the 
passage, you can display more passages in that topic or you can return to the 
list of topics or the main menu. 

If you choose "List a Topic" before you have entered any topics on the 
diskette, this message will be shown on the screen, "There are no topics 
created." 


GO TO M-SS-NG L-NKS GAME 


The fifth choice on the main menu 
this choice, you will leave the Editor 


is "Go to M-SS-NG L-NKS Game." With 
and return to the M-SS-NG L-NKS game. 



SAMPLE PASSAGES ON THE ENGLISH EDITOR 


Biology: LIFE... Luria 

The story of how geneticists discovered 
the actual details of the genetic code 
is as fascinating as the reconstruction 
of an ancient language from a few 
surviving tablets; more fascinating 
because the unraveling of the genetic 
code required the convergence of many 
different approaches that would hardly 
seem related to one another. 

Psychology: ...UNIVERSE WITHIN Hunt 
Ever since human beings began to think 
about thinking, they have been 
fascinated by creativity but hard put 
to explain it. Cognitive science 
hasn’t yet done much to change that. 

Music: GLOBE MAGAZINE Roberts 
One contact led to another for Haydn, 
but as the son of a rural wheelwright, 
he never lost sight of his humble 
origins. He was not above cleaning his 
music master's shoes in exchange for 
singing lessons. A year or two off the 
street, Haydn was conducting his first 
symphony at a country estate in Bohemia. 


Sports: SPORT MAGAZINE Levine 
European hockey is a brand of 
play that frees skaters from the 
traditional zones of left and 
right wing, center and defense, 
while emphasizing puck control. 
Unlike the North American game, 
which confines players to lanes, 
European-style players weave, 
cross and interchange their 
positions in constant motion. 

Fiction: CHITTY CHITTY... Fleming 
He carefully turned the wheel to 
see what would happen. And, sure 
enough, the nose of the car 
followed what he did and after 
curving about a bit to get the 
feel of the steering, he made 
straight for the tall steeple of 
the cathedral in the distance, 
soaring over the long line of 
cars in which the poor people 
were roasting in the sunshine. 


Adaptations to the passages in the English Editor were made by the M-SS-NG 
L-NKS authors. 
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WHAT HAPPENS IF.. 


— SUNBURST COURSEWARE AND WARRANTY 



tl 


(1) What happens if a program will not load or run? 

Call us on our toll-free number and we will send you a new diskette 


(2) What if I find an error in the program? 

We have thoroughly tested the programs that SUNBURST carries so we 
hope this does not happen. But if you find an error, please note 
what you did before the error occurred. Also, if a message appears 
on the screen, please write the message down. Then fill out the 
evaluation form or call us with the information. We will correct 
the error and send you a new diskette. 


(3) What happens if the courseware is accidently destroyed? 

SUNBURST has a lifetime guarantee on its courseware. Send us the 
product that .was damaged and we will send you a new one. 



(4) How do I stop in the middle to go on to something new? 

These programs can be interrupted by pressing the Escape (ESC) key or 
by holding the Control(CTRL) key and typing the letter "E." Then 
follow the directions on the screen to end the program. 


(5) Can I copy this diskette? 

The material on the diskette is copyrighted. You should not copy 
the courseware. -- 

(6) Can I take this diskette out of the computer after the program has loaded 
and put it into another computer? 

Yes, after the options have been selected and the passage is on the 
screen, the diskette can be removed. But after the student has 
completed the passage and seen the final score, the diskette must be 
reinserted in the disk drive before the student can play the game 
again. 























